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Store initial state of mesh 
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Receive a request to perform an operation on 
the mesh 
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Store request for operation in ordered list 
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Perform operation on current state of 3D mesh 
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FIG. 1 



Determine maximum intensity of editing 
operation 



Determine number of intensity steps 
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Calculate intensity value for each intensity step 
based on the maximum intensity and total 
number of intensity steps 
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Calculate an edited mesh model for each 
intensity step using corresponding intensity 
value 
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Render edited portions of mesh model using 
corresponding portion of edited model at the 
desired intensity level 
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FIG. 2 



Determine all vertexes within the selected 
portion 



For each vertex determine distance from focus 
point of strength function 



Calculate strength value at each vertex based 
on vertex's distance from focus point 



Apply the editing operation at each vertex 
proportional to the strength value calculated for 
the vertex 
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FIG. 3 



Determine maximum intensity of editing 
operation 



Determine number of intensity steps 410 



Calculate intensity value for each intensity step 
based on the maximum intensity and total 
number of intensity steps 



Calculate an edited mesh model for each 
intensity step using corresponding intensity 
value 
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Determine all vertexes within the selected 
portion 



For each vertex determine distance from focus . „ 
point of strength function 



Calculate strength value at each vertex based 
on vertex's distance from focus point 



Render each vertex within the selected portion 
using the corresponding vertex from the edited 
mesh model at the intensity level closest to the 
strength value of the vertex 
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I Select point on texture and drag to new location 
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Measure distance from the original location to 
the new location of the drag point in 2D texture 
space 
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For each point on the texture that has a vertex 
assigned to it measure the distance from it to 
the original location of the drag point in 2D 
texture space 



For each point on texture that has a vertex 
assigned to it calculate the transformed 
coordinates based on the two measured 
distances 
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Remap texture onto 3D mesh using new texture 
coordinate values for each vertex 
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FIG. 5 



Identify pairs of matching points along the 
abutting edge of adjacent textures 
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Distort textures along the abutting edge to 
spatially align each pair of matching points 



Adjust image properties of textures along 
abutting edge 
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Approximate screen selection as polygonal 
shape 
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Render 3D mesh onto 2D polygonal shape 
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Determine which triangles are intersected by 
polygonal shape 
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Insert new vertexes into each intersected 
triangle corresponding to intersection with 
polygonal shape 
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Link new vertexes along intersection of 
polygonal shape 
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Retrianguiate each intersected triangle 
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Project retriangulated mesh back onto 3D 
space 
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FIG. 7 
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FIG. 9a 




FIG. 9c 
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FIG. 10 



